FASTGAMMON 


STARTING THE GAME 


The Atari version (T1 version) of FASTGAMMON has some 
additional features that are not in earlier versions and are 
not discussed in the accompanying booklet. The beginning 
message has been changed to read- 


SELECT 1. 2. OR 3 
1. NORMAL START 
2. REPEAT PREVIOUS ROLLS 
3. CHANGE PARAMETERS 


In addition. the type of dice rolls and display speed currently 
in effect are also displayed. When the program is loaded 
the options in effect are automatic rolls and average display 
speed. Selecting 1 will start a game using the indicated options. 
Selecting 2 will start a game using the Indicated display 
speed. *but the dice rolls will be the same rolls that occurred 
in the previous game regardless of the roll option selected. 
Soe section “Replaying a Game" on page 7 of the instruction 
ooklet. 


Selecting 3 when the beginning message is on the video 
allows the player to reset the dice roll and display speed 
options. The following menu will appear first. 


SELECT TYPE OF ROLLS 
1. AUTOMATIC | 
2. MANUAL INPUT 


Selecting 1 means that the dice will be “rolled” by the computer 
using a random number routine. Selection 2 is used when 
the player wishes to roll the dice for both himself and the 
computer and enter the dice rolls into the computer. See 
the section below entitled “Manual Dice Input*. 


After the type of rolls has been selected. the following menu 
appears: 


SELECT DISPLAY SPEED 
1. SLOW 
2. AVERAGE 
3. FAST 


The slow speed should be used when playing FASTGAMMON 
for the first time or when others not familiar with the computer 
display are watching. Soon you will begin using the average 
speed. and better players who are familiar with the display 
will use the fast speed. Pay close attention when using the 
fast speed. however, because at this speed dice rolls only 
appear for a split second when there is a “can’t move’ situation. 


After the display speed has been selected the beginning 
message reappears. The type of roll and display speed options 
Just selected will be indicated. Press 1 or 2 to start a game. 


RESTARTING A GAME 


At the end of a game. the message “You win" or “Sorry 
you lose” will appear. At this point. pressing the RETURN 
key Or most any other key will cause the beginning message 
to appear and allow you to start another game. 


MANUAL DICE INPUT 


When the manual dice input option is used. the dice will 
not be rolled and question marks will appear in the center 
of each die. To enter a value for a die. type a number from 
one to six. The message “OK?" will appear to the right of 
the die. If you change your mind. type another number. When 
the number displayed is the one you want. type Y to confirm 
the entry. 


The opening roll is most important. Tne die on the left is 
the computer's first roll. The die on the right is the player’s 
first roll. If the left-hand die is greater than the right-hand 
die, the computer will go first. If the right-hand die is higher. 
the player goes first. 


Games using manually input dice rolls can be replayed and 
even though the computer appears to roll the dice. it remembers . 
the manually input dice and displays them at the end of 
each “roll’. 


CORRECTIONS TO INSTRUCTION BOOKLET 


The section on “Display Limitations” at the bottom of page 
6 Is incorrect for the T1 version of FASTGAMMON. All 15 
men will be displayed if they happen to end up on the same 
point. A maximum of eight men may be displayed on bar. 
Heaven forbid you should ever have more than eight men 
on barl 


On the back page an asterisk is used to indicate those first 
moves by the computer that are the same as those 
recommended by Jacoby and Crawford. Because the computer's 
logic has been improved since the booklet was written, an 
asterisk should now appear after the 6-3, 6-2, 4-3. and 
3-2 moves. The asterisk after the 5-3 move should be removed 
(many experts prefer the computer's 5-3 move (two men down 
from the midpoind to Jacoby’s move (make the three poind). 


